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The authors present the Virtual Park (or VPark) system. This includes a 
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Synchronization of speech, facial expressions and body gestures is one 
of the most critical problems in realistic avatar animation in virtual 
environments. In this paper, we address this problem by proposing a 
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Keywords: agent controlled animation, animation language, avatar 
animation, virtual human animation 



13 Introducin g pro g rammin g concepts with graphical ob j ects 
Nadia Magnenat-Thalmann, Daniel Thalmann 

February 1980 SIGCSE '80: ACM SIGCSE Bulletin, volume 12 issue 1 
Publisher: ACM 

Additional Information: full citation, abstract, 
Full text available: ^,&df( 234.97 KB ) references, cited b y. index 

terms 

It is more attractive for students to learn programming concepts like 
control structures, data structures or recursion by the means of 
examples based on graphical objects. The use of a graphical PASCAL 
extension is a well-suited way of realizing this ... 
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